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WARNING TO OWNERS OF PROJECTION TELEVISIONS 

Still pictures or images may cause permanent picture- 
tube damage or mark the phosphor of the CRT (televi¬ 
sion screen), Avoid repeated cr extended use of video 
I games on large-screen projection televisions. 


























Getting Started 

1. Turn your Sega " Mega Drive™ OFF, then insert 
the Rings of Power cartridge in the cartridge 
slot, 

IMPORTANT: Always make sure your Sega Genesis 
,s OFF before removing or inserting cartridges, 

2. Turn the power switch to ON. The Rings of 
Power title screen appears, 

3. Press START to play (if nothing appears on your 
screen, repeat Step 1). 

4. When the options menu appears. D Pad DOWN 
to highlight an option, 











Continue 

Load a previously saved game 

Start 

Start a new game 

Intro 

Watch the Rings of Power introduction 
(press any button to return to the title 
screen) 

Citizens 

See pictures and descriptions of Rings of 
Power characters 

Credits 

See a list of the people who worked on the 
game 

5 Press B 

to select the highlighted option. 


2 


Controls 

There are two sets of controls in Rings of Power: 

Outside Mode and Inside Mode 

Outside Mode 

■■Outside" means you are outside, not inside a 
building or in a "Zoom" view of your location. 



Directional Part (0-Pad) 

I.’ '■■.■ s your character and select options from menus 

Button A: AUTO MODE/FlftE 

Travel forward automatically (foot □; boat travel). Fire 
cannons (on ship - or breath *irc ;on Dino or Dragon) 

Button B: ZOOM/ENTER 

Zoom in on your current location, or enter a building or 
.'■■■• c ! e. NDtE: Zooming is not possible if you are 
standing next to the door of a building and a description 
the building is on-screen. 
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Button C: STOP/EXIT 

Stop Auto Mode, or exit a vehicle 

Start 

Access the Main Menu 
A + START - Inven (rnventory) menu 
8 + START = Map (rrmsT have a map) 

C + START = Search 

For more information on these options, see Getting 
Around, page 9: Travel, page 29; and Using 
Menus, page 11. 

Inside Mode 



Directional Pad 
(O-Padl 


Start 


Buttons 
A, B, C 


"Inside" means you are inside a building or in a 
"Zoom" uiew of your location. 

Directional Pad (D-Parf) 

Mote your charade* or party and select options 
from menus 
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Button A: MORE 

Scroll through text messages 

8 if ltd FI B: ACT 

io ! cck ah'take/open. 'climb objects: D -Pad to face the 
object and press B. 

Button C: TALK 

Talk to characters 

Start 

Access the Main Menu. 

■- START = inven (Inventory) menu 
0 + START = FIGHT (in TALK mode) 

C + START = Search function 

For more information on these options, see Using 
Menus, page 1 1 ; Talking to Characters, page 16; 
and Combat, page 18. 


NOTE; Rings of Power features a handy HELP 
option which displays a picture of the Sega 
controller on-screen (see Help, page 11). You 
may want to use the HELP option until you 
are comfortable with the controls. 
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JV JMistorg of tffe 
^Rtrtgs of IJofoer 


From the Book of Nexus 

“Before Nexus, we lived in darkness; the sun shone 
as brightly as ever, but ours i vas a darkness of 
the soul. At last, in a flash of divine light. Nexus 
appeared, bringing with him the Golden Age. 

Nexus used the Rod of Creation to restc'e our 
world; the desolate planet of Ushka Ban became a 
paradise. He bestowed upon each man, woman and 
child the gift of one of the Six Arts. For many years 
we prospered. 

The demon Void brought an end to the Golden Age ; 
The new world Nexus had created was one of great 
beauty and the love we felt for him was powerful. 
Seeing this, the demon's foul heart was filled with 
envy. He stole the precious Rod of Creation, and 
created an age of chaos. Thus began the Cata- 
:ysma reign of terror lasting 66 years. 

A: last Nexus confronted Void and I fie two fought 
a titanic battle for the Rod of Creation. In the end 
their might split the Rod in two. and each fled with 
half. Each then divided his half into rings and hid 
them to keep the other from reassembling the Rod 
and taking power again. Many have quested to 
recover the Rings and restore the Rod of Creation 
to Nexus. Alt have failed." 
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The Quest for the Rings 

In the 500 years since the Cataclysm, the Rings of 
Power have become but a legend. Yet all have read 
the Book of Nexus, and know of the Sacred Quest 
to find the Rings and restore the Rod of Creation to 
Nexus. Only the noblest of men might be trusted to 
carry out this quest, resisting the temptation to use 
the Rod's power to his own ends. 

You are Buc, a top student at the Academy of 
Sorcery, and you will be the next to undertake the 
Sacred Quest. You'll form a team of adventurers; a 
Knight, a Conjurer, an Enchanter, a Necromancer, 
and an Archer; and together you'll journey to every 
corner of your world, Ushka Bau, in search of 
information leading lo each precious Ring. Your 
parly will learn spells, gain experience and advance 
in rank as you travel from city to city, making 
friends and enemies, fighting battle after bloody 
bailie. If you are successful — if you win back the 
Rings and return the Rod of Creation to Nexus — 
the rewards will be greater than a young Sorcerer 
can imagine. 

Good luck to you and your team, and may Nexus 
walk with you. 
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The Game Screen 


Help Controller 
Cm Her.tr Pag* 11) 


Buc 

C3ro^! r chsract^ip*.' r ty^ 


Mam menu 

(access by 
pressing 

START J 


graphs 
[represent 
eacn p^rty 


Gold 

carried 



[Cells »n which 

Amoiint at food carried direction y&a'n* 

travelling) 


Getting Around 

Your party is represented by Buc. Use the D-Pad 
to move him. The compass at the bottom of your 
screen tells you which direction you are travelling 

in. 


Walking 

Press and hold the D-Pad arrow in the direction 
you want Buc to go. 
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Boats, Ships, Dragons and Dinas 

Press end hold the D-Pad arrow in the direction 
you want to move in. For more information on these 
vehicles, see Travel, page 29, 

Auto Mode 

While walking on a foot path (between cities), Auto 
Mode lets you walk forward automatically (without 
holding down the D-Pad arrow): D-Pad in the direc¬ 
tion you want to go. then press A. You’ll continue 
moving until you reach a city or an intersection of 
paths. While sailing a boat on a stream, activate 
Auto Mode by pressing A ; your boat will follow the 
stream automatically until it hits land, or until you 
press C to stop it 

Buildings 

To enter buildings D-Pad toward the door (a 
picture and description of the building appears) 
one mess B. To exit, walk out the way you came in. 

Ladders 

To climb a ladder, use the D-Pad to face it and 
press B, 

Vehicles 

To board a vehicle, D-Pad toward it (a picture and 
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description of the vehicle appears) and press B. To 
•^it press C. Note; To board or exit a dragon, you 
(iiust be on or above clear, flat land. 


NOTE: If you find that the D-Pad is too 
sensitive, you may want to turn the Diagonal 
controls OFF from the System menu (see 
System, page 15.) _ 


Help 

When you play Rings of Power 
for the first time, a picture of 
the Sega controller (with 
controls clearly marked) is 
present in the upper right 
corner of your screen. Use the 
HELP option until you feel 
comfortable with the controls, 
then select HELP from the 
System menu to remove it. 

Select HELP from the System 
menu at any time during the 
game to reactivate HELP. 

Using Menus 

1. Press START to see the Main Menu of options. 
2 D-Pad UP or DOWN to highlight a menu item, 
and press B to select. 
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3. Press C to see ihe previous menu, and to exit 
the menus. 

Main Menu 

Inven (Inventory) 

Inventory is anything your party has acquired and is 
carrying. During play, press fl+START to access the 
INVEN menu, or select at from the Main Menu, The 
INVEN menu keeps you informed of what your 
party is carrying. 

Goods Lists all trade-goods your party is carrying 
items Lists miscellaneous items 
Papers Lists notes and other documents 
Keys Lists which keys your party has found 
Rings Lists which Rings your party has acquired 

To use an item in your inventory. D-Pad UP or 
DOWN to highlight the item, and press B to select 
it. To read an item in Papers, just highlight the 
item. 

Spells 

To find out what spells are available to each 
member of your party: 

1. Select SPELLS from the Main Menu. 

2. D-Pad UP or DOWN to highlight a party mem- 
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ber. and press B to select. A list of the party 
member's available spells appears. 

For a list of spells and their descriptions, see The 
Spells oi the Six Arts, page 39. 

Party 

To find out about a character in your party: 

1. Select PARTY from the Main Menu. A list of 
party members appears, each with a bar graph 
measuring strength (red) and magic (blue). 

2. D-Pad UP or DOWN to highlight a party mem¬ 
ber. and press B to select. A message appears 
telling you the party member’s current status 
and level of experience. 

Search 

Choose SEARCH from the Main Menu (or press 
C+START1 while inside a building to get a full 
report on your location, including number of 
people, doors, ladders, chests and other items in 
the building. If you have the Sextant, your current 
ongitude and latitude are reported as well. 

Map _ 

NOTE; you must be outside and have a map 
for this option to work! 
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Sometimes you may want to speed up the clock 
(there are some things you can only accomplish 
during the day, others only al night!, or just let 


Select MAP from the Main Menu (or press 
B+START) to access a full screen map of the 
world. D-Pad UP. DOWN. RIGHT or LEFT to scroll 
the map in any direction. When you have the 
Sextant, crosshairs will appear in the center of your 
screen. The longitude and latitude of the position 
nf fh* crosshairs are displayed in the lower-left 
tne screen. 


Camp 
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our party take a rest to regain strength and magic 
p 0 i n ts. Select CAMP from the Mam Menu to make 
camp until the time is right. 


NOTE; Your party will use 100 food rations 
and 100 water rations, but will regain half of 
its lost strength and magic points each time 
you Camp. 


System 

In addition to PAUSING the game, the SYSTEM 
menu contains many useful options; 


Load 

Loads the previously saved game. 

Save 

Saves your game in progress (limit: 1 at a 
time). Save often! 

Combat 

Switches Combat modes between Manual 
and Auto (see Combat, page 18). 

Direct 

Switches D-Pad between two directional 
modes — try it both ways and decide 
which is right for you- 

Diags 

Turns diagonals (D-Pad? on and off (see 
Getting Around, page 9.) 

Music 

Lets you listen to each song on the 
soundtrack. 
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Help Activates or deactivates an on-screen 

picture of the Sega controller (see Help, 
page 11), 


Quit Exits to opening screen. 



1. Face the character you wish to talk to and hold 
down C (if you are not facing the character, hold 
down C, then D-Pad toward the character). The 
TALK menu appears, offering a list of topics. 

2. D-Pad UP or DOWN to highlight a topic, and 
press B to select it. 

3. Press A (when the MORE balloon appears} to 
see the next message . 
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4 . Press C to end the conversation. 


NOTE; If the MORE balloon is white, you 
must press A to continue the message. I f the 
MORE balloon is yellow, you may end the 
conversation by pressing C. 


Topics 

.vnen you choose a conversational topic, Sue asks 

a question relating to that topic. The available 

topics are: 

job Ask about the character's profession 

Class Ask which of the Arts the character 
practices 

City Ask about local trade and leaders 

Quest Ask about the Rings of Power, or your 
current quest 

Buy Buy an Object 

Sell Sell trade-goods you are carrying 

Show Show or give an item to the character 

Bribe Slip the character 10 gold (useful for 
getting information, unlocking doors, or 
raising local opinion of you) 

Fight Fight with the character 
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Combat 


Your 

Party 


Active 

Fjghter 


Enemy Patty 



Ma^ic Bcr 


Strength Bar 


Of course, it's best to avoid a fight whenever 
possible, but there will be times when you'll have 
to fight for your cause. When this happens, the 
following section will help get you out alive. 

There are two types of combat. Before a battle 
begins, select COMBAT from the System Menu to 
choose between: 
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Manual Combat - The spell menu appears during 
each pacy member's turn, allowing yon to manu¬ 
ally select the spell to be used. 

Automatic Combat - Party members choose their 
j.vn spells. If you want a party member to use a 
specific spell, press and hold A at the beginning of 
that member's turn (see Spells, page 12). 


NOTE: Use caution when manually selecting 
spells during Automatic Combat; if a party 
member has begun an action, such as healing 
another party member, choosing an attack 
spell may cause him to kill the party member 
nstead. 


NOTE: Once a fight is in progress, you can't 
change the combat mode! Be sure to select 
your desired combat mode BEFORE you go 
into battle. 


Many times combat occurs randomly. If you want 
to start a fight: 

1. Stand facing the character you want to fight and 
press C. The TALK menu appears, offering a list 
of topics, 

2. Press B rSTART. or D-Pad DOWN to highlight 
FIGHT and press B to select it. 
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Who’s Who 

Generally, your party stands on the left side of the 
screen, the enemy or enemy party stands on the 
right. As they become engaged in battle, you can 
distinguish them by their shadows; your party has 
blue shadows — your enemy’s are orange. 

Taking Damage 

Each party member’s status is represented by the 
Strength and Magic Bars, These bars get smaller as 
a character takes damage, and if the Strength bar 
disappears completely, the character cannot 
survive anymore damage. If the Magic bar disap¬ 
pears completely, the character is able to cast only 
first level spells. If it looks like a party member is 
getting into trouble, it might be a good time to 
FLEE! 

Hit Points 

During the battle, each party member suffers 
damage in the form of "Hit Points" (HP). Messages 
appear tell mg you that your party member has 
taken damage from his enemy (for example: "Buc 
took 3 bit points"). As you take more damage, the 
number accumulates; the next message gives the 
total number of HP taken ("Buc took 6 hit points" 
means he took 3 the first time, and has now taken 
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an additional 3) Pay attention to each party 
member's Strength and Magic Bars to see how 
they're doing! 

Fight Menu 

During combat press START to access the FIGHT 
Menu. D-Pad UP or DOWN to highlight, and press 
B to select one of the following options: 

Flee 

When you think your party has suffered too much 
damage, FLEE lets you attempt to escape the 
battle. NOTE: An attempt to FLFE takes the place 
of your party's attack round, and it may or may not 
succeed. Your enemy continues to attack unop¬ 
posed for one round. 

Mood 

These options allow you to adjust your party's 
att itude during a battle. Mood can effect the 
positions of your party members, targeting, which 
spells each member uses, and the amount of 
magic points used to cast a spell. 

Berafc Stay on top of the enemy; be on the 
offensive; concentrate on one enemy, 
doing as much damage as possible: put 
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more energy (magic points) into each 
spell. 

Advnce Slightly less aggressive than Berzrk. 

Hold Slightly more aggressive than Wary. 

Wary Be conservative: inflict and therefore 
receive less damage; divide attack to 
cover several enemies; put less power 
into each spell. 

Press B to select the highlighted option. 

Saving and Loading Games 


NOTE: You may only save 1 game at a time! 


To save your game in progress: 

1. Press START, and D-Pad DOWN to highlight 
SYSTEM. Press B to select. 

2. D-Pad DOWN to highlight SAVE, then press B 
to select YES, If you’ve changed your mind, 
D-Pad DOWN to highlight NO. arid press B to 
select it. Save often! 

To load a previously saved game: 

1. Access the SYSTEM menu as in step 1 above. 
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2. Press 8 to select LOAD. 


Pausing the Game 

1 , Press START, and D-Pad DOWN to highlight SYSTEM. 
Press B to select. Yotr game is paused until 1 you press 
C to exit the SYSTEM menu. 

Quick Tips 

1 Save your game before you heal yourself; reloading 
may lake some of your strength and mag;e points. 

2 . Save and reload your game when your Hit Points are 
^tting fow [below 25% — you wifi always be given at 
least 25% of your potential when you reload). 

3 At lower experience levels, regain Msaith and mag;c 
by purchasing SLEEP and MEALS from inns. They are 
■: _ eeper mar buying HEAL and POWER from temples, 
and just as effective for low-level magic-users. 

4 Travel by day! You’ll have fewer encounters with the 
i- r ge bands of roving thieves. 

5. Pay the tax collectors unless your party is VERY 

strong. 

6 Beating up friendly townspeople is a good way no 
lower local opinion of you. When the population gets 
Fighting mad. it’s a good idea to leave town for a few 
days. 

7- Bribing merchants is helpful when buying trade 

goods,. 
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When using Gate stones it's a good idea to have a 
boat sione handy; otherwise you may end up 
stranded on a deserted island. 

If you lose a limb during combat you'll need to visit 
the local temple to get healed. A simple rest will 
/lot bring you back lo your full health potential. 

Keep most of your wealth in tradegoods; this way 
you won't nave to make such a large donation to 
the cathedral for resurrection. 

Pick up any items you come across. You never know] 
what may come in handy duong your adventure. 

The value of trade-goods varies from town to town, 
and each town has an item which they will pay 
dearly for; make sure to find out what it is. 

The City of Commerce is the place where you can 
buy jusi about anything for a price. 

If you get a Lottery Ticket, USE it; you may win the 
jackpot! 

While travelling by sea, ZOOM in various locations; 
you may uncover sunken treasure! 

To exit a building quickly, select the CAMP 
command. 

Avoid some hostile encounters by talking to 
friendly people from a distance, avoiding the hostile ] 
people in your way. 

To hide from a threatening ship. Pino, or c agon, 
press B To ZOOM. When you emerge, you will 
usually find that they have passed you by. 

Ride Dinas to avoid hostile encounters. 
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e with aU who practice the Six Arts. I was 
T^\ raised on the legends of The Rings of 
V Power. According to these stories, the 
^— Kings are but pieces of the Rod of Creation, 
most powerful object known to us. The Rod 
was the tod of Nexu s the Benevolent who saved 
jr world from a slow death and gave os the Six 
Arts so we might one day be worthy of His glori¬ 
ous presence. 


- ess Rings have been lost fbr centuries, and 
despite the teachings of the Temple of Nexus, 

. think that perhaps they never existed — 
that the Rod of Creation is but a legend. We, the 
' " • fthe 3ul Is.havedisoovefedstrong 

;-3e-- that the Rings do r-dssd ex-st, a^d nave 
dues as to the locations of each one. That this is 
r- ■iiscovery of monumentaf importance from a 
historical standpoint goes without saying. But we 
■■-:■* faced with a grave r, rc instance t hat 
makes immediate action on our parts imperative. 

• ''fsrr® that we are not the orly ones who sse< 
the Rings of Power; the minions of Void the 





Destroyer have been unusually active across the 
globe — their evil has followed us throughout our 
search and they've marked to tr /.-art cur errors 
on many occasions — Eagle, the great Master 
Archer was lost to us just this day. 

We can only conduce that Void is aware of our 
quest, and contrives to stoo us from reassem¬ 
bling the Rco of Creation, or worse, to- sc^avs :his 
thing himself* With the Rod in Void’s hands, chaos 
i'.ri the wo rid as it did during t*e Cataclysm 

500 years ago, and I fear even Nexus himsdf will 
be powerless to stop it. 

it falls to me to -word our findings so that our 
work may continue. Each of us will charge our- six 
most promising students with the task of building 
a strong team of adventurers (one member from 
each discipline) to find the Rings. We can on^y 
hope that with the help of the information in this 
journal, one of these groups will be successful 1 
have high hopes for young 3 no — he shows great 
aptitude and honor, and this is indeed a finest 

of heron the power of the Rings can or-iy i e 
entrusted to the noblest of beings. 



Travel 

Foot Travel 

jsfrfca Ban is 3 wood of 
3 red terraifi; roads* 
swamps* desert and ice. 
among others. For each 
m e of travel on foot, a 
party of six consumes 
r 3od and water as follows 
; r" mile trave t d: 



Terrain 

Food 

Water 

Road 

1 ration 

T ration 

Swamp 

& rations 

4 rations 

Desert 

7 rations 

5 rations 

Ice 

4 rations 

3 rations 

Grass 

4 rations 

2 rations 


















Vehicles 


'kVr-er- resources sre available (such as gold, iced 
and water), it is more practical to travel by 
vehicle. Feed and water rations srd other re¬ 
sources used during travel are listed below. 

Land beasts or “Pinos' can trans¬ 
port a party across most 
terrain, but are unsuit¬ 
able for forest or water 
travel, f left alone for 
long per r. 1 -:-- or without 
-coo and/or water, your 
Pino wilt run away. Pinos 
can bs purchased, from ^ 

S' me - Wasters. 

Supplies will be used as follows per 
mile travelled: 


Terrain 

Food 

--- 

Water 

Road 

1 ration 

1 ration 

Ail Others 

3 rations 

' ration 




c 



goats can t ravel 
through narrow 
atenwaye and 
across s erge 
j-r-dres of deep 
water. White at 
s ira boat 
crov ides little 
protection 
against hostile 
creatures which 
may attack you, 

.r--T as fresh water is roc readily available at sea, 
you wit) use water rations faster than usual, as 
shown below. If a boat is left docked for Jong 

dS.. it W "toy b<? 57-0 efl T waS^KJ C.t to 

sea. Boats can be purchased from the Vehicle 
Master in most towns, arid will be waiting for you 
at the dock just outside the Vehicle Master's 
shack. They can also be summoned using a Boat 
5 tone, which can be purchased from the General 
:. :.-e in Mesa, or from some wanderlrg mer¬ 
chants. 


























Waters 

Food 

Water 

Shallow 

1 ration 

1 ration 

D&sp 

5 rations 

20 rations 



Ships cannot 
access harrow 
waterways, but 
are much faster 
t-bsn boats at 
traversing -arge 
bodies of water, 
and as they are 
equipped with 
cannons, they 
provide much 
better protection 
against attacVs. 

Shecs cannot be bought outright: a party must 
buy passage on a vesse'. at the rate listed belciv. 
if the party can no longer afford passage, they will 
be set adrift in a small boat (see Poats, above). 
After a short time in a port the ship will set sail. 







,:. ;r .'ig the party behind. Passage can be pur¬ 
chased from the Vehicle Master in most towns, 

-i will be waiting for you at the deck just outside 
■■■ r , 'chicle Master’s ©hack. Supplies will be used 
a© follows per nautical mile travelled: 


Dragons are by far 
the fastest mode of 
travel, 
voracious 

is shown below. I hey 
:ar fly over any 
terrain or waterway, but 
■"..St land In a clearing. 
Dragons must be sum¬ 
moned using a Dragon 
Stone which can be 
'• - chased from the 
General Stores in 


Waters 

Food 

Water 

Gold 

Peep 

1 ration 

1 ration 

1 

















Mesa, or from some wandering merchants, bup- 
plies will be used as follows per mile travelled: 


Terrain 

Food 

Water 

All 

40 rations 

40 rations 


The Gateways 

Scattered 
across 
Ushka Bau 
are Gate¬ 
ways; 
magical 
places which 
can trans¬ 
port your 
party to 
other 

Gateways in other parts of the world. To use a 
Gateway, one need only possess a Gats Stone, 
which can be purchased from General Store in 
Kfchi. 




: v; ■- Gate-way is a flat area of ground made up of 
& squares, and surrounded by a ring of guardian 
siatues. Each square is linked to a specific 
Gateway somewhere. To be transported, stand 
■ - '■ the circs (directly in front era statue) and 
set a Gate Stone from your Inventory. 

The locations of the Gateways are not widely 
..-. n — lucky travellers stumble upon them 
occasionally, but the best way to find one is with a 
p Scone — these little stones will take you to 
the nearest Gateway. Purchase Flip Stones from 
General Stores in some towns. 

Pay vs. Night 

Careful consideration is required when deciding 
whether to travel by day or by night; many ta sks 
or quests must be accomplished during the day, 
while other problems can only be solved at night- 
Time is certainty a commodity, but there rs much 
■; be said for waiting until the time is right. 










The Six Arte 

The Six Arts were given to the world by Nexus at 
the beginning of the Golden Age. Each discipline 
r-ae its own unique rh cscphy. md its own d:s- 
tinct power over the stuff erf life. It s important to j 
understand the ways of each in order to have 
effective dealings with those who practice them. 


perfection — anything less is 
; f-neath their notice. Conjurers are 
; : ind, but have an inner vision that 
'-a- them perceive the images of this 
world and many others. Recognize 
■ -err; by "he pure wfcfEe cloaks they wear, ar-d by 
their pure white fiyes. Their sign is the Sphere. 


The Art of Force 



The Art of Separation 

The Rnrghts or the Holy Order of 
Separation are mighty warrior/magi- 
clans who have the power to rend 0 

objects (and people) asunder. They believe ^3 
the meaning of life ls to be found in 'sepa¬ 
rating 1 or disassembling objects into their compo¬ 
nent parts. They're known by the metallic armor 
they wear, and by the large broadsword each 
carries. Their symbol is the Broken Sword. 

The Art of Summoning 

Conjurers use their powers to call perfect forms 
from other pianos of reality. They seek only 


art is practiced by the Archers. 

Trey believe that motion and speed are 
;fie most important elements in the 
universe. Their weapon of choice is the 
bow. and they wear their symbol, the Arrow 
;f Force* on a black headdress framed by pure 
v,- ze hair. 

The Art of Change 

■ s is the Art of the Enchanters, 

..ho can alter the very fiber of 
objects, changing them to what- 

form pleases them. These st range folk relieve 
‘ "at charge is the essential quality of life — for 











them, nothing may remain tf s same. Reb hair ar*d 
radical clothing distinguish them from all others. 
They're symbol is Infinity. 

The Art of &ody 

The Art of Body is that of the 
Necromancers. These morbid men 
and women have a knowledge erf the 
body that lets them heal or cause 
wounds — In some cases even raise 
the dead. They believe that Life is but 
the beginning of Death. They are known by their 
b ack cl oth ng, and the Skull symbo they wear. 

The Art of M/nd 

The Mind is the tool of Sorcer¬ 
ers (such as my&eSFj. by far the 
most intellectual of the disci¬ 
plines. Our powers give us control 
over the m^ds of others. We seek tc i -‘crease the 
power of the mind to infinite levels. Wie are known 
by the simple cape and hood »e wear, and our 
symbol is the all-seeing Eye of the Mind. 





The Spells of the Six Arts 

As young Sorcerers, you are all of first level of 
;rcery, the order of Brain. Your experience <0 
--ited, and you know onfy a few, rudimentary 
spells. As you progress through nine levels of 
■ rerience, you will continue to learn spells. You 
.st acquire IDO experience or nte to grad jate 
to the next level, the order of Reason, £00 for 
Logic, and so on. Most spells can be learned at 
the guilds, for a price, and it is possible tc learn 
spells before you are at a sufficient level to cast 
them. 

5elow I have listed ail spells for each of the Six 
Arte (you wil command your party, so you should 
know what is available). These spells listed are 
grouped by the type of spell. For example, all 
Necromancers healing spells are listed together. 
General Attack spells exist for each class, and 
-f grouped at the beginning of each r. ass’s spel 
st. 






Damage 

The damage (Hit Pdnts) ssted for each spell le an 
average. your character Increases m levels, the 
average will also increase. Far example, when your 
Necromancer reaches the Order of Cadaver, the 
Hurt scd. will, on the average, cause 12 points of 
damage to the enemy. As his (oval increases, this 
average will also increase. 

General Attack Spells 

* are "rest ikely to have an effect 

* are easier to get 

* take ess power to .east 

* car be cast several times during a combat turn 

Stronger Spells 

■ can do more damage 

■ effect multiple people 

Lower level spells irfiict less damage and use 'ess 
power. All people are born iv*£h :■ '?'• swest level 
attack spell of their class. 



HINT: Dcrii use a low range spell when you are low 
in health; you would have to get dangerously close 
to the enemy for an effective attack. Duilet 
attacks are stronger at dose range. 


NOTE: An asterisk r' by a spel! name means 
the spelt affects everyone in the enemy 
party. An infinity symbol (m) means an 
'.nfinlte number. 


Sorcerers ' 5pe//s 

iio'-cerers use their trines 
to attack enemies’ minds. 

General Attack Spell# 

’he Sorcerer has six 
jieneral attack spells: 

5 T J N Cau ses energy to 
flevj from the 
Sorcerer’s han^s 
and strike the victim for 10 points of 
damage (range 3). 







JOLT Inflicts pain in the minds of the enemy 
for 12 point© (range 4). 

DAZE* Causes intense pain In the minds of 
tbs enemy for 25 point© (range 4). 

SHOCK* Creates unbearable pari in the minds 
of the enemy for 52 points (range 7). 

Spellbind Enemy 

CONFUSE Ma kes ene my move spell bou nd (evident 
a© sparki ng). When an enemy is 
spellbound, they cannot attack. A spell 
last© one to three round©, and has a 
35% chance of failing (range »). 

ME6MEK" Cause© a random number of enemies 
to move spellbound. When an enemy is 
spellbound, they can’t attack. The spell 
•sets one to three rounds, am has a 
33*4 chance of failing (range »). 

Remove Spell 

Releases friend from a spell (range «'. 


FREE 



Aid Attack 

These spells are recognizable by a special sparkle. 

CLUE Read the minds of the enemy to give 

you^ party a 25% attack a'd : range 

4 )- 

k SJ 0 w - E PO F. Read t ne nf n deofthe ene my to give 
your party a 50% attack a in (range 
6 ) 

H ELF Read the mi nds of the enemy to g ive 

your party a 75% attack aid (range 

Aid Defense 

These spells are rscCQfi'vatfe by a special sparkle. 

WARN Rjaad the minds of the enemy to give 

your party a 25% defense aid (range 
4). 

INFORM Read the minds of tr s enemy to give 
your party a 50% defense aid 
(range 6). 




r 



PREDICT 

Read the minds of the enemy to give 
your party a 75% defense aid (range 

Leverage 

SUPPORT 

Use the powers of the Mind cc give 
your party an attack and defense 
advantage of 25% (range 6}. 

ASSIST 

Use the powers of the Mind to give 
your party ar- attack and defense 
advantage of 75% (range »). 

Screw up Mind& 

INSANE 

Jse the powers of the Mind to drive 
the enemy insane artd convulse his 
body for 3 0 points (range 6). 

MIRAGE 

Use the powers of the Mine to make 
the enemy insane and see a mirage for 
30 points (range 6). 

SWARM 

Use the powers of the Mind to cause 
the enemy to go insane and see 
ghosts for 20 points (range »). 


PACtvS Use the powers of the Mind to make 
the enemy insane and see ghosts 
causing fear for 30 points, (range «») 

MASTER This is the Sorcerer's super spell. It 

resurrects the Sorcerer’s master who 
aids combat for 70 points of damage, 
(range «>) 

Knights' Spells 

Knights are strong 
attackers and warriors. 

They use slicing action for 
attach and have developed 
skills, based on slicing, for 
combat, 

general Attack Spells 

The Knight has eight genera' 
attack spells; 










Na me 

level 

Range 

Damage 

STA6 

1 

1 

5 

CUT 

3 

2 

9 

PICE 

4 

4 

13 

5PUT“ 

5 

4 

T5 

PUREE - 

6 

4 

25 

DELETE* 

& 

5 

35 


Rend Spell# 

Rend spells remove body parts. When a body part 
is removed, the maximum health of the victim is 
reduced. Then fro re an enemy Necromancer cannot 
heal the Rends? character to the previous amount 
of full health. 


Name 

Level 

Range 

Damage 

CLEAVE 


3 

£ 

REND 

3 

4 

20 

RiF 

4 

4 

26 

SEVER 

5 

4 

32 

SUNDER 

€ 

4 

40 

DIVIDE 

9 

5 

TOO 


The last spell DIVIDE severs the head of a victim, 
red Hiring a Necromancer© RAISE speil to undo. 


Multiple PWe Spells 


Name 

Level 

Range 

Damage 
(per bullet) 

KNIVES 

2 

3 

1 

SWORDS 

7 

3 

2 

1 AXES 

& 

4 

3 

! SLADES 

9 

4 

4 


Ground Spells 

The Advanced knight car spSit the ground as 
easily as he car: split an enemy. 


Name 

Level 

Range 

Damage 

FRIGID 

6 

OQ 

IS 

TORRENT 

7 

oo 

23 

i LAVA 

6 

X) 

35 
























Super S pell 

PAIN This K right's Super spell is 
his most deadly spell 
(range «»}. 

Arch&rB* Spelh 

Archers have mastered the 
physics offeree and its effects 
on projectiles. 


Genera J Attacfc 3pells 

Use high tevefe for increased 
range and damage: 



Name 

Level 

Range 

Damage 

DART 

i 

5 

6 

ARROW 

3 

6 

5 

BRAND 

5 

7 

12 

TEMFE5T' 

6 

&& 

17 

TORNADO* 

7 


24 

FIRE* 

& 

« 

35 



Muftipfe SuHtft SpeJte 

The Wl tiple Bullet Spelts attack a victim from ail 
sides: 


Name 

Level 

Range 

Damage 
{per bullet) 

AMBUSH 

3 

6 

2 

SURROUND 

4 

7 

3 

STREAM 

6 

7 

4 

PROPEL 

9 

£4 

5 


Bullet- Waves 

Archers can send bullets that ripple the combat 

plane as they travet. Friends are rot harmed. 

RIPPLE This level t wo spe! causes a ripple in the 
com bat plane to attack the enemy from 
an infinite rsige for TO points of damage. 

BLG'pV This level five spell causes winds to blew 
through the combat plane at an infinite 
range fa" 20 points of damage. 















IMPLODE This level seven spell causes a circular 
ripple of fire ir The combat- plane to 
attach the enemy from an Infinite range 
for 30 points of damage. 

Force Spells 

The Archer carl use their powers involving force to 

manipulate the enemy’s body. 

SHOVE Throw a victim back two squares for 10 
points of damage (level 2, range 5), 

DIZZY Throw a victim around for 20 points 
(level 4, range 7), 

FLIN6 Fling victim around for 30 points (level 
6, range 7). 

Shield Spells 

SHIELD Using this spell, Archers can protect 
one party member by placing a shield 
ag;t 'nst bullets around them. 

DEFEND* Archers can protect a random number 
of party members by placing this shield. 



UNSMIELD Archers use this spei to remove a 
shield from a single enemy party 
member. 


Super Spell 

TWISTER This spell conjures a giant tornado 
that attacks your enemies for over 
50 points of damage (range »). 





Necromancers’ Spells 

sneers have 
mastered skfSte which 
damage or h^al the body. 


General Attack Spells 

Use high [ewf&for 
increased range and 
damage; 








Name 

Level 

Range 

Damage 

CLAW 

1 

1 

6 

GRAZE 

2 

1 

a 

HURT 

3 

2 

12 

WOUND' 

4 

2 

17 

SLAY- 

5 

3 

24 

DEATH - 

6 

4 

35 


Hsating Spelts 

These spe<is are represented with the “health" 
bullet. 


Name 

Level 

Range 

Health 

COMFORT 

2 

1 

5 

RELIEF 

3 

1 

& 

SOLACE 

4 

4 

12 

CURE 

5 

5 

1/bullet 

HEALTH' 

© 

6 

2/bullet 

RESTORE- 

S 

7 

3/butfet 

PERFECT 

9 

» 

70 



Miscellaneous Spells 

BUND This spell blinds a victim for one or two 

rounds. 

INSANE This spell blinds a victim for one to three 
rounds. 

REPAIR This s;.-e rejciis body parts. Use it when 
friends have been cleaved. 

DAZZLE This s a m tfple bLllet attache and light 
show which dazz^s the vief-im, leaving 
him oft guard and vulnerable to damage. 

FREEZE Turns an enemy to stone cr Ice until a 

SOX save is made. 

RAISE Raises the dead A jring combat (if a 
party member cannot currently be 
raised, Spell inflicts a great amount of 
damage to a random enemy: attempt; to 
raise your dead during the next round). 
This spell requires a great deal of power. 











Super Spelt 

REAPER This spell invokes death himself to 

figkc for your cause. This spell incurs 
50 points of damage cm the enemy 
(range »). 


Enchanters' Spells 



Enchanters nave mastered 
the Art of Change. 


MIX. Mixes up an 

enemy's atoms 
for 10 points of 
damage (range 
«, level 1). 


General Attack Spells 


Genera: Attack Spells 
do not effectively 
satisfy the Enchanters 
need for creativity, 
therefore, they only 
have ore: 



Multiple Bullet Spells 

Enchanters Have two multiple bullet spells: 

SCA' TER Jumbles bullets from random loca¬ 
tions for 2 points (range 2, level 2). 

FRENZY Sends a tirade of bullets for 5 points 
(range «, level 4). 

Small Ground-Ripping 

These are low power, high damage spells. They 
cFace «ma I mounds jnde* r the enemy and then 
drop them sharply for damage. The mounds get 
Higher and more powerful with increasing level. 


Name 

Level 

'Range 

Damage 

ICEBERG 

3 

« 

12 

WALL 

4 

CO 

17 

GEY5ER 

5 

OG 

24 

LAVA 

6 

oo 

35 









Mutations 


The Enchanters tar change themselves \rzo other 
objects which attack the enemy. 


Name 

Level 

Range 

Damage 

DAGGER 

2 

3 

e 

SWORD 

3 

4 

12 

AXE 

5 

5 

15 

BEAR 

6 

3 

16 

CORPSE 

7 

3 

20 

DRAGON 

0 


30 


5kili Separation 

The Enchanter car also separate an enemy from 
his class or species; 

ALTER Turns one enemy into a towns person 
for the remainder of combat 

MODIFY May turn more than one enemy into a 
towmspersem for the remainder of 


MUTATE Turns enemy into a bear for the remain¬ 
der of combat. 

Miscellaneous 

There are several other spe Is with unique capabili¬ 
ties* 

SWAMP Creates a swamp under the enemy and 
does 10 points of damage. 

F fPOL Forms a poo* under the victim for 20 
points of damage. 

RAMPOM This appeal to the random nature of 
Enchanters. It randomly selects a spell 
from ANY class and casts it. 

Super Spell 

WYRM Tyros enchanter into a giant fire 

dragon which does 60 points of dam- 
age on each member of the enemy 
party (range «). 



& 


5 
















Conjurer Spells 

The Conjurers have 
mastered skills of 
summoning. 

General Attack Spells 

The general bull eft 
attacks come in the 
form tr gated energy 
from some other plane. 



Name 

Level 

Range 

damage 

START 

t 

4 

e 

KOCt 

3 

5 

12 

AIR 

4 

6 

16 

ENERGY* 

5 

7 

15 

FLARE* 

& 

oa 

20 


Bullet Streams 

3 til let streams cause medium damage and use 
medium power. 


Name 

Level 

Range 

Damage 




(per bullet) 

6LAZE 

7 

& 

7 


Whole Ground Effects 

These spells use up a lot of power, but a'e very 
powerful. They do damage or the whole enemy 
party. 





Name 

Level 

R^nge 

Damage 

EARTH 

2 

oa 

7 

RAPIDS 

4 

DQ 

10 

•CE&ERG 

6 

Dd 

15 

sNFERNO 

6 

iJO 

20 






















Multiple Buffets 

Multiple bulfets Are a dependable, medium power, 
medium damage set of spells for the Conjurer. 


Name 

Level 

Range 

Damage 
(per bullet) 

DAGGERS 

2 

4 

2 

BOLTS 

3 

4 

3 

SABERS 

5 

5 

4 

AXES 

6 

6 

5 

STONES 

7 

7 

0 

FLAMES 

& 

DO 

7 


Miscellaneous 


WAVE Causes a tidal wave to spread Across 
a zoomed view doing 30 points of 
damage to each member of one enemy 
party. 


MASTER Summonsa Conj uner m aster to aid 
the attack for one round. 

SERVANTS Causes a swarm to attack ar enemy. 


41 

6061 



Super Spelt 

DJINN Sammons, s Djinr to help the attack, 
causing SO points of damage to each 
member of the enemy party {range <»). 


Sorcerer 

Experience levels anc 1 spells available to the 
Sorcerer are as follows: 


Level 

Order 

Exp 

1 

Brain 

0 

2 

Reason 

100 

3 

Logic 

200 

4 

Intellect 

400 

5 

Genius 

&00 

6 

Influence 

1 ,600 

7 

Will 

3,2 00 

& 

Thought 

€.400 

9 

Intuition 

12,800 












Level 1 

Stun 

Level 2 

Clue 

Warn 

Level 3 

Inform 

Jolt 

Level 4 

Knowledge 

Confuse 

Help 

Predict 

Level 5 

p3ZS 

Free 

Leva!6 

Mesmer 

\mane 

Level 7 

Shock 

Support 

Level 3 

Assist 

Swartn 

Level 9 

Mirage 

Packs 

Master 






Knight 

Experience eveb and spells available to the Knight 
&-e as follows: 


Level 

Order 

Exp 

\ 

Stabber 

0 

2 

Cutter 

1 00 

3 

Slasher 

2 00 

4 

Cleaver 

400 

5 

Slice r 

eoo 

6 

Splitter 

1,600 

7 

Severer 

3.200 

& 

Sunderer 

6,400 

9 

divider 

12,600 

Level 1 

Stab 


Level 2 

Cleave 

Knives 


Level 3 

Cut 

Rend 


Level 4 

Rip 

Dice 










Level 5 

Split 

Sever 

Level 6 

Puree 

Sunder 

Frigid 

Level 7 

Swords 

Torrent 

LeveJ 6 

Delete 

Axes 

Lava 

Level 9 

Divide 

Slades 

Pain 


Archer 


Experience levels and spells available to the Archer 
are as -follows: 


Level 

Order 

Exp 

i 

Mover 

0 

2 

Pusher 

100 

3 

Passer 

200 





64 f 5 

:2l 



4 

Striker 

400 

5 

Pi rector 

bOO 

6 

Waver 

1 ,600 

7 

Dhugnoer 

3,200 

b 

Seeker 

6,400 

9 

Advancer 

12,300 

Level 1 

Dart 


Level 2 

Ripple 

Shove 


Level 3 

Arrow 

Ambush 


Level 4 

Surround 

Dizzy 


Level 5 

Srand 

Slow 


Level 6 

Tempest 

Stream 



Fling 


Level? 

Tornado 

implode 










Level & Fire 

Shield 

Jnshieid 

Level 9 Propel 

Defend 
Twister 


Necromancer 

Experience levels and spells available to the 
Necromancer are as Follows: 


Levd 

Order 

Exp 

i 

Remains 

0 

2 

Carcass 

100 

3 

Cadaver 

200 

4 

Mummy 

400 

5 

Skeleton 

300 

6 

Bones 

1,600 

7 

Stiff 

3.200 

3 

Deceased 

6,400 

9 

Corpse 

12,600 
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